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DETAILED ACTION 

A request for continued examination under 37 CFR 1.114, including tlie fee set 
forth in 37 CFR 1 .17(e), was filed in this application after final rejection. Since this 
application is eligible for continued examination under 37 CFR 1.114, and the fee set 
forth in 37 CFR 1 .17(e) has been timely paid, the finality of the previous Office action 
has been withdrawn pursuant to 37 CFR 1.114. Applicant's submission filed on 9/4/08 
has been entered. 



Claim Rejections - 35 USC § 103 

The following Is a quotation of 35 U.S.C. 103(a) which forms the basis for all 
obviousness rejections set forth in this Office action: 

(a) A patent may not be obtained though the invention is not identically disclosed or described as set 
forth in section 102 of this title, if the differences between the subject matter sought to be patented and 
the prior art are such that the subject matter as a whole would have been obvious at the time the 
invention was made to a person having ordinary skill in the art to which said subject matter pertains. 
Patentability shall not be negatived by the manner in which the invention was made. 

The factual inquiries set forth in Graliam v. Jolin Deere Co., 383 U.S. 1 , 148 
USPQ 459 (1966), that are applied for establishing a background for determining 
obviousness under 35 U.S.C. 103(a) are summarized as follows: 

1 . Determining the scope and contents of the prior art. 

2. Ascertaining the differences between the prior art and the claims at issue. 

3. Resolving the level of ordinary skill in the pertinent art. 

4. Considering objective evidence present in the application indicating 
obviousness or nonobviousness. 
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Claims 1 - 4, 6, 8 - 12, 14, 16 and 17 are rejected under 35 U.S.C. 103(a) as 
being obvious over IVIiyamoto et a! (US 7,115,031) in view of Mine et al (US 
5,863,248) in further view of Kobayashi (US 6,431,982). 

The applied reference has a common inventor with the instant application. 
Based upon the earlier effective U.S. filing date of the reference, it constitutes prior art 
only under 35 U.S.C. 102(e). This rejection under 35 U.S.C. 103(a) might be overcome 
by: (1) a showing under 37 CFR 1 .132 that any invention disclosed but not claimed in 
the reference was derived from the inventor of this application and is thus not an 
invention "by another"; (2) a showing of a date of invention for the claimed subject 
matter of the application which corresponds to subject matter disclosed but not claimed 
in the reference, prior to the effective U.S. filing date of the reference under 37 CFR 
1 .131 ; or (3) an oath or declaration under 37 CFR 1 .130 stating that the application and 
reference are currently owned by the same party and that the inventor named in the 
application is the prior inventor under 35 U.S.C. 104, together with a terminal disclaimer 
in accordance with 37 CFR 1 .321(c). This rejection might also be overcome by showing 
that the reference is disqualified under 35 U.S.C. 103(c) as prior art in a rejection under 
35 U.S.C. 103(a). See MPEP § 706.02(l)(1) and § 706.02(l)(2). 

Claims 1, 6, 8, 9, 14, 16 and 17: Miyamoto discloses a game system 
comprising a common display wherein a common game world is displayed and a 
plurality of handheld game units that are also connected to a game console and the 
common display (Miyamoto Fig 1). Miyamoto et al discloses at least one map storage 
location for storing map data based on which to display a game space (Miyamoto 8:48 - 
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63). Miyamoto discloses the use of first and second game characters, thus inherently 
disclosing at least one character storing locations (Miyamoto 8:49 - 52). Miyamoto 
discloses the use of operating mechanisms and the detection of these operation 
mechanisms for when the game player operates the game unit control switches for 
switching the game characters to an operation mode, wherein the game characters are 
caused to be moved upon the display screens when the player switches to the game 
character (Miyamoto 8:33 - 47). Miyamoto further discloses the use of a common 
display wherein a broad extent or first viewpoint of the game space containing the first 
and second game characters is displayed based upon the stored game space map data 
and the stored data in the character locations stores, when the game player operates 
the controller mechanism to control the first game character (8:25 - 37, 14:28 - 33). 
Miyamoto further discloses the display of a narrow extent of the game space upon a 
second display output mechanism (i.e. the second users handheld device), wherein the 
narrow extent of the game is a viewpoint that is of the game character that is different 
from the common display viewpoint on the common display (Miyamoto 15:43 - 56). 
Miyamoto discloses that the handheld devices that contain the individual display 
screens provide control mechanism switches that the player is able to use to control the 
game characters on the display screens (Both the common and individual display 
screens). Miyamoto does not specifically disclose a game wherein the player controls a 
game character and in response to predetermined game conditions, and in response to 
the selecting of a first or second game character different extents of viewable 
gamespace is displayed. However Mine et al discloses the well known teaching that in 
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many video games particularly sports video games, there are various methods of 
determining which game character is chosen to be the operable player character. For 
instance in the beginning of the game before the game begins, the player may select a 
game character to be the operable player character. The player may also be able to 
dynamically choose a game character to be the operable game character while playing 
the game, such as by pressing a specific button (Mine 1 :34 - 41 ). Another way in which 
to automatically select a operable player character is to base the game character 
switching on the player that is nearest to the ball or coordinates of the ball in the game 
(Mine 1 :56 - 59). Kobayashi discloses a game wherein a display is used that provides 
the user with a display of variable extents of usable game space that varies in 
accordance with the operable game character that is switched upon a predetermined 
condition such as passing the ball to a game character. Kobayashi discloses a plurality 
of extents of the viewable display that are displayed to the user. Kobayashi discloses 
that the game screen consists of radar screen display that can be wide or narrow 
depending on the selected operable game character (Kobayashi 8:34 - 42). In 
response to the selected operable game character, a specific extent or view of the field 
will be displayed on the screen such as a B-type radar picture (Kobayashi 8:50 - 58). 
Further, Kobayashi discloses that the game screen can utilize multiple types of viewable 
extents of the gamespace that is displayed upon the display screen encompassing the 
first and second player controlled game characters (Kobayashi 7:25 - 44, 45 - 61 , 7:63 - 
8:9). As can be seen these views are different in viewable extent and 
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It would be obvious to one of ordinary skill in the art to modify Miyamoto in view 
of Mine and in further view of Kobayashi to provide a multiplayer game that provides 
game characters that are switchable to be operable by a player upon a predetermined 
conditions (i.e. a player activating a control switch) wherein upon a display multiple 
views such as narrow and wide extents depicting game characters are displayed on the 
screen. This would be beneficial due to the fact that some gamespaces are very large 
and in order to accurately depict in detail the game space to the users the view of the 
game space would have to more narrow or close-up to than a full wide view of the game 
space. 

Claims 2, 3, 10 and 1 1 : Miyamoto discloses the use of at least two separate 
and discrete handheld devices that comprise individual display screens and individual 
game operation switched used for the controlling of the player's game characters 
(Miyamoto 8:33 - 48, 1 3:30 - 42). 

Claims 4 and 12: Miyamoto discloses that use of multiple individual portable 
game units each possessing an individual game screen, which can be used in the game 
system. Each game unit may be used by a different player for the controlling of a 
second game character by means of a second control mechanism. The plurality of 
second game screens are separated thus they do not overlap each one another 
(Miyamoto Fig 1, 13:30-43). 
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Claims 5 and 13 are rejected under 35 U.S.C. 103(a) as being unpatentable 
over Miyamoto et al (US 7,115,031) in view of Mine et al (US 5,863,248) in further 
view of Kobayashi (US 6,431,982) in view of Kal(u (US 2002/0013172). 

Claims 5 and 13: Miyamoto fails to disclose a residual image that is displayed 
upon the second game screen along the trajectory of the first character for a 
predetermined period of time. However, Kaku discloses that the concept of motion 
blurring in video games is extremely well known in the video game industry. Specifically 
by presenting on the game screen a residual image of a trajectory of a moving object 
such as a game character or a game character's moving body, the player is presented 
with a dramatic effect to demonstrate character movement (Kaku par 0012 - 0014). 

It would be obvious to one of ordinary skill in the art to be motivated to modify 
Miyamoto in view of Mine and in further view of Kobayashi in view of Kaku to provide a 
means of presenting an residual image upon a video game screen to provide a player 
with a dramatic effect that simulates movement of a game character on a video game 
screen, thus making the game more enjoyable to the player. 

Claims 7 and 15 are rejected under 35 U.S.C. 103(a) as being unpatentable 
over Miyamoto et al (US 7,115,031) in view of Mine et al (US 5,863,248) in further 
view of Kobayashi (US 6,431,982) in view of Madden 2000 instruction booklet 
(released July 31. 1999). 

Claims 7 and 15: Miyamoto does not specifically disclose first and second score 
storage areas and table generation/update mechanism for generating table data for 
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correlating scores between tlie operable game characters and the score storage areas. 
Miyamoto also fails to explicitly disclose a score adding mechanism for cumulatively 
adding points each time a first character scores and a score writing mechanism for 
writing the points added by the score adding mechanism to first score storage area 
when the player is associated with the first character and writing points added by the 
score adding mechanism to the second score storage area when the second player is 
associated with the first character. However Madden 2000 instruction booklet discloses 
that up to eight players are allowed to play a football match and the up to eight players 
are able to select what team they want to play on (Madden 2000 page 9). Inherently to 
the game of football, only two teams are allowed to play a game of football at one time. 
Thus, at least some of the players will be playing on the same football team. Madden 
2000 further discloses that the players can press a switching button that allows players 
to control game characters nearest to the ball by pressing the "x" button (Madden 2000 
page 7). Madden further discloses that the game character accrue or accumulate 
various game statistics or scores according to how they play the game (Madden 2000 
page 14). Thus it would be obvious to write and recorded game scores that are 
associated with various game characters when they are controlled by various players by 
means of the game character switching buttons. 

It would be obvious to one of ordinary skill in the art to be motivated to modify 
Miyamoto in view of Mine and in further view of Kobayashi in view of Madden 2000 to 
provide various score storage areas (i.e. first and second areas) that are associated, 
updated and cumulated according to various players when they switch to different game 
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characters in the game. It is well known that to track various scores and stats of game 
characters in a sports or competition game to enable the players to effectively compete 
with other players and provide an informative means to provide the player with a 
measure of their proficiency at playing the game. 

Response to Arguments 

Applicant's arguments filed 9/4/08 have been fully considered but they are not 
persuasive. The Applicant states that the "there is no teaching or suggestion by 
Kobayashi or by any other cited art of record for providing a common display screen 
that is viewable by several players for providing a plurality of limited-extent display 
views of the gamespace centered around the different player controlled game 
characters together with providing at the same time a separate full-extent gamespace 
view to at least one separate display device that Is individually used and viewable by 
only a single player, in the manner as disclosed in applicants' specification and set forth 
in applicants' claims as presently amended." The Examiner respectfully disagrees and 
points to the wording of the claims which merely require "a common display device 
providing one or more different game screen images of a game space view 
encompassing a limited extent of the game space surrounding one or more diffrerent 
game characters." [claim 1]. Thus all that is required at the very least is a common 
display that depicts only one game screen image of only one game character. 
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Conclusion 

Any inquiry concerning this communication or earlier communications from tine 
examiner should be directed to ROSS A. WILLIAMS whose telephone number is 571- 
272-591 1 . The examiner can normally be reached on Mon-Fri 8:30-5:00. 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Ronald Laneau can be reached on 571-272-6784. The fax phone number 
for the organization where this application or proceeding is assigned is 571-273-8300. 

Information regarding the status of an application may be obtained from the 
Patent Application Information Retrieval (PAIR) system. Status Information for 
published applications may be obtained from either Private PAIR or Public PAIR. 
Status information for unpublished applications is available through Private PAIR only. 
For more information about the PAIR system, see http://pair-direct.uspto.gov. Should 
you have questions on access to the Private PAIR system, contact the Electronic 
Business Center (EBC) at 866-217-9197 (toll-free). If you would like assistance from a 
USPTO Customer Service Representative or access to the automated information 
system, call 800-786-9199 (IN USA OR CANADA) or 571-272-1000. 

/John M Hotaling 11/ 

Supervisory Patent Examiner, Art Unit 3714 
/R. A. W./ 

Examiner, Art Unit 3714 



